


Annual dues for young people established 


Like so many other people, the YPLA is 
having growing pains. To serve all of our 
members fairly, we can no longer allow 
free memberships. If you want to con- 
tinue to receive Turtle News, annual dues 
are now $9.00. 

The Young People’s LOGO Associa- 
tion just had its first official birthday par- 
ty. On September 10th we became one 
year old. From a few TI computers on a 
ping-pong table, the group has grown into 
an international organization of young 
people sharing the fun and excitement of 
personal computing at home and in the 
classroom. 

The YPLA started out as a part-time, 
volunteer effort with the goal of pro- 
viding all of the young peoples of this and 
other countries with the opportunity to 
discover the fun of personal computing. 
We must have done something right 
because the organization grew rapidly. _ 

Last Spring we decided to make this a 
full time job. To help pay for the group, 
adult membership dues were raised to 
$25.00 and we stopped sending in- 
dividual copies to each member. Only 
one free membership is now sent to each 
household. 

But then other problems came up that 
we just could not handle properly. Excep- 
tions to the rules kept arising, forcing us 
to continually rethink our goals and our 
capabilities. For example, a_ school 
district asked if all of their students could 
be enrolled since they were beginning an 
active computer program this year. There 
are more than 30,000 students in that 
district. 

An_ organization from New Zealand 
asked us for enrollment information for 
the schools they serve. Over 300 schools 
had recently acquired Apple computers 
to start a computer program there. 

Another School inquired about enroll- 
ing over 800 students in our program. 

This would cost more than $7000. 
We talked to some advertisers to see if 
we could pay for these services through 
advertising. But some of these people 
wanted to know more about who this 
paper was being sent to. They felt that if 
all people paid for it, it would be more 
valuable and therefore a better place for 
them to advertise. 

Another idea we looked into was spon- 
sorship by some other organization. But 
that would not let us remain indepen- 
dent. We would have to operate by their 
~ rules — not our own. 

We had many problems in starting the 
Turtle Learning €enter program. Not on- 
ly have there been a number of legal and 
tax questions that have taken a long time 
“to answer, we have simply not had the 
people required to get the program going. 
We depend a lot on volunteer help. Some 
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of this help has moved and others have 


taken other jobs. Not only have’ we lost 
their assistance, we have lost the use of 
their TRS-80_ and Commodore com- 
puters. 

When first ignaae we believed the 
program was sound. But after some com- 
ments from others, we decided to double- 
check everything in practice before 
distributing a faulty program. 

One of the most recent problems came 
from a TLC test site who thought it un- 
fair for TLC members to pay higher dues 
when other members get the paper free — 
even though the TLC members received 
more for their money. And so, we have 
rewritten these rules again. There is more 
about this in another article in this issue. 

This gives you some of the reasons why 
we must now charge young people dues. 
In doing this, we believe we can make 


membership even more worthwhile. __ 


ANNUAL DUES SET AT $9.00 


All young people 18 years of age and 
under who want to remain members of 
the YPLA and receive TURTLE NEWS 
will now pay dues of $9.00. For those out- 
side of North America, dues are now 
$24.00 to pay for postage. Adult member- 
ships remain at $25.00, $40.00 for outside 
of North America. : 

Young members will continue to 
receive TURTLE NEWS each month. 
Each issue will provide information and 

programs in a variety of computer 
languages including Logo, Pilot, BASIC, 
and others of interest to young people. 
Other articles will tell about other types 
of computers and how this technology 
works. There will also be contests and 
challenges in growing numbers plus more 
news of interest to young people. 

The YPLA Software Exchange will con- 
tinue as before. This is a volunteer effort 
run by a group of junior high school 
students. For every working public- 
domain software program which a 

-member sends us on a floppy disk or 
cassette tape (programs that are not 
copyrighted and which may be copied 
freely), the Software Exchange will send 
the member the YPLA Disk of their 
choice. YPLA disks will be copied onto 
the member’s disk or tape and returned. 
When sending tapes, please send a 
60-minute tape so that we will be able to 
use both sides of the tape. 

For those that do not care to exchange 
software, YPLA software if available at 
$10.00 per disk or tape. This covers the 
cost of materials, postage and handling. 
There is no charge for the software. 

New YPLA Member Services: 

Take a look at the last page of this 
issue. You will see that we are now able to 


offer books and other materials. We are 
also adding.a variety of our own software 
and utility programs. 

This list will grow rather fast in coming 
months. By the end of the year, we will 
offer materials for all of the computers we 
use and probably some others. 


We are expanding our work with the 
physically and mentally-handicapped and 
will be reporting on this for the benefit of 
all. In that other groups are better equip- 
ped to handle the cataloging of computer 
resources for the disabled are now 
available, we are shifting our emphasis to 
software and applications studies. 


Starting with some innovative Logo 
procedures sent in by members, we will be 
working with a local school for the learn- 
ing disabled to adapt these procedures to 


the needs of severely developmentally 


disabled youngsters. The results will be 


Turtle Learning Center program 


Our local computer club program has 
been a long time in coming. Since the 
idea was born in December 1981, ques- 
tions have been raised which have pro- 
mpted the changes and adaptations of the 
original concept. The YPLA has also 
changed from a volunteer, after-hours 
operation to a full time, limited staff 
operation. While many more chapter ser- 
vices can now be offered, the organiza- 
tional structure has changed substantial- 
ly. However, we believe the program is 
now much better suited to a broader 
range of young people — of all ages. 


YPLA Turtle Learning Centers are 
locally organized and managed chapters 
of the Young Peoples’ LOGO Associa- 
tion. The YPLA is a nonprofit educa- 
tional association organized to promote a 
better understanding of microcomputer 
technology and its use in the home, the 
classroom, and in consumer and in in- 
dustrial products. The YPLA looks to 
make the microcomputer a more creative 
learning center for young people, their 
parents, and their teachers. To ac- 
complish this, the association publishes 


newsletters, articles, books, software and . 


associated learning materials; conducts 
classes and workshops for all ages; spon- 
sors active exchange of member- 
developed software; and now charters the 
organization of local chapters. 


The Turtle Learning Center program is 
designed to start young people and the 
young-at-heart at the very beginning — 
“What is a microcomputer?’ Programs 


_ then progress through introductions to 
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published and, of course, the software is 


public domain and will be free. 

Programs and procedures we have 
developed are being used in all grade 
levels throughout the Dallas area. By the 
time your receive this issue, we will have 
started a program with the Dallas Public 
Library to bring computer technology to 
all ages. ‘“The Toddler’s Turtle’’ is being 
used by an area K-4 private school. We 
look to develop~a number of other pro- 
grams for young people of all ages and 
pass these along through the pages of 
TURTLE NEWS. 

There are many things we would like to 
do. But the staff of the association has to 
keep up with the growth of the member- 
ship. Sure we want to grow. But we really 
want to get a lot better. And to do that, 
we need to raise money. We hope you 
like what we have been doing and that 


_ you'll stay with us. C’mon. Join us. Be a 


Turtle! 





computer languages, programming, 
peripherals, other types of microcom- 
puters, how they operate, what you can — 
and can not — do with a microcomputer. 

Turtle Learning Centers are designed 
for all ages. Membership is not restricted 
to any age or age group. Effective 
September 1, 1982, annual dues for all 
members is $16.00 Members | 
automatically become member of the 
YPLA and receive TURTLE NEWS. 

Every month, chapter members will 
receive ‘“TLComputing,”’ the chapter 
newspaper that will feature chapter news, 
suggestiong for group activities and 
projects, information and resources for 
earning achievements, plus evaluations of 
books, hardware, and the software we 
receive. Where TURTLE NEWS. and 
the LOGO NEWSLETTER will concen- 
trate on individual activities and 
programming, ‘‘TLComputing”’ is a 
group-oriented newspaper. Featured will 
be both on- and off-computer activities 
designed to help young people develop 
more of a ‘‘feel”’ for the computer. Also 
included will be a range of arts and craft 
projects designed to supplement on- 
computer activities. 


» 
To recognize the skills and knowledge 
members develop at the computer, and to 
provide an incentive to continue their 


_ explorations, an achievement program 


has been developed through which 
members can carn TLC Awards. Five dif- 
ferent levels will be offered that will carry 
an aspiring youngster from the very 


See Learing, next page 
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The Atari Computer Enthusiasts of 
Eugene, Oregon, publish one of the best 
newsletters we have come across. You can 
always find good information in its pages, 
including a monthly column on Atari 
Pilot by Ruth Ellsworth. 

Using Pilot, you are only supposed to 
have three colors available — yellow, red, 
and blue. But you can find all sorts of 
other colors. Here is what Ruth had to 
say in a recent article. 

‘When I first wrote the program I used 
the yellow, red, and blue colors usually 
available in Pilot. I then discovered that 
the colors commands are simple and it is 
possible to get a wide variety of colors in- 
to the four pen registers available. One 
only has to remember that the 
background color is PEN ERASE. 
C:@B709 = xx assigns color to PEN 

eS) i 
But this is really only the beginning of 
what you can do with the colors. We took 
Ruth’s COLORDEMO and added some 
standard pen colors to see how they look 
on different colored backgrounds. You 
can poke different colors into the pen as 
well as change the luminance of the 
screen colors. In her program, Ruth has 
used a mid-range luminance even though 
the range is from 0 to 7. Thus, you have 
many more colors available than are 
shown in this demo program. 


can do with Pilot. You'd be surprised how 


~ high you can fly. | 


A.C.E. dues are $10.00 per year, 


$20.00 for overseas air mail. Write to 


A.C.E., 3662 Vine Maple Drive, Eugene, 
Oregon 97405. : 

































TURTLE NEWS and LOGO 
NEWSLETTER are published monthly 
by the Young People’s LOGO Associa- 
tion, Inc., a Texas not-for-profit corpora- 
tion. Editorial and other offices are 
located at 1208 Hillsdale Drive, Richard- 
son, texas 75081 (214) 783-7548. Editor 
and Publisher: James H. Muller. 
Copyright 1982. Articles may be copied 
and/or reprinted by nonprofit organiza- 
tions. All others should write to the 
YPLA for permission to reprint. All pro- 
grams and procedures listed in the 
newsletters and the YPLA Software Ex- 
change are public domain programs and 
may be reproduced as desired. None may 
be sold. Programs written or converted by 
members and submitted to the YPLA 
Software Exchange are the responsibility 
of the submitting member and/or the pro- 
gram originator. The YPLA does not 
claim any proprietary rights to any of thes 
programs and cannot be held responsible 
for their contents. The YPLA runs all 
programs and procedures. While some’ 
may have slight bugs or lack instructions, 
to the best of our knowledge, these do not 
impair the operation of the progrmas. 
Members are encouraged to improve on 
any of these programs and to resubmit 
them to the YPLA Software Exchange. 


100 Ur *COLORDEMO 
110 *COLORDEMO 
120 GR: CLEAR 


130 Cr@H712=0+4 CSET PENERASE TO NEW COLOR-~-0 GRAY 
140 GRIPEN ERASE . 

150 PAI9O 

160 Cr@B712=146+401 LIGHT ORANGE 

170 GR: PEN ERASE 

180 PA: 90 

190 CI:@B712=32+4 [2 ORANGE 

200 Us *SOYELLOW 


210 Ur *SORED 
220 Us *SOBLUE 
230 PAPO 


240 Crl@BR712=48+4 CS RED ORANGE 
250 FPAI9O 
260 Cr@ER712=64+4 (4 PINK 


270 FAI9O 
280 GR: PEN ERASE 
290 C2:@B712=80+4 CS PURPLE | 
200 PAI9O 
$10 ©C:@B712=96+4 [6 PURPLE~BLUE 
320 PAI9O 
S30 C:@BR712=112+4 (7 BLUE 
B40 PAI9IO 
350 C:@B712=128+4 (8 BLUE 
S60 PAI9IO 
S70 C:@B712=144+4 £9 LIGHT BLUE 
SBO PAI9O 
390 C1@B712=1604+4 C10 TURQUOIS 
400 PAI9O 
410 C:@BR712=176+4 [11 GREEN-BLUE 
420 PAI9O 
430 ©:@B712"196+4 C12 GREEN 
440 PAS90 
450 C:@B712=208+4 (C13 YELLOW-GREEN 
460 PAL9O. 
470 C:@B712=224+4 C14 ORANGE-GREEN 
480 PA:90O % 
490 C!:@B712=240+4 C15 LIGHT ORANGE 
500 PAS 90 
S10 J:*COLORDEMO 
$20 Es: 
S30 *SOYELLOW 
S40 GR: PEN YELLOW 
550 GR: 346(4(DRAW 103 TURN 90)3 TURN 10) 
5460 E: 
570 *SQERASE 
S80 GR: PEN ERASE 
590 GR: 36(4(DRAW 203 TURN 90)3 TURN 10) 
600 E: 
610 *SORED 
620 GR: PEN RED 
430 GR: 36(4(DRAW 20; TURN 90)3 TURN 10) 
640 E: 
650 *SQOBLUE 
660 GR: PEN BLUE 
670 GR: 36(4(DRAW SO; TURN 90) 3 TURN 10) 
680 E: 
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Learning Center 


Continued from previous page 


beginning to a broad introduction to all 
aspects of microcomputing. 

In addition to the achievement pro- 
gram, members will have the opportunity 
to participate in association contests, in 
the YPLA Software Exchange, and to 
purchase hardware and software at 
member discounts. These will typically be 
20% and 30%, possibly more, off the 
manufacturer’s suggested retail price. 


HOW DO YOU GET STARTED? 

Turtle Learning Center chapters may 
be organized as local neighborhood pro- 
jects, in public or private schools, as part 
of other computer clubs, or as a separate, 
nonprofit function within another com- 
puter center. Our only restriction is that a 
chapter cannot be a profit-making center 
unto itself. Nor can it be an integral part 
of one. Chapters can be organized by and 
meet at a computer store, for example. 
The store can actively promote those 
meetings. However, the chapter must re- 
main entirely separate from the store and 
be run according to chapter rules. 

A chapter must provide access to at 
least one personal computer. Two or 
more different computers would be ideal. 
However, members can learn about dif- 
ferent systems through organized trips to 
computer centers, computer retail stores, 
and other outlets. 

Each chapter will have a chapter com- 
mittee of parents and interested adults 
responsible for organizing and managing 
local chapter activities and administra- 
tion. The size and makeup of this com- 


Artillery program 


by Jim Muller 


A favorite game of computer scientists 
has always been artillery duels. Op- 
ponents would enter velocity and angle 
into the computer to compute the trajec- 
tory of the shell or missile, with the goal 
of wiping out his opponent’s position. 
Wind factors were often added to add 
some spice to the game. 

But what about a single player? There 
have not been that many BASIC pro- 
grams that provide return fire routines, 
largely because few BASIC interpreters 
have included the arcsine feature. Were 
such a feature readily available, it would 
also provide little challenge in that the 
computer could easily calculate the cor- 
rect return fire angle each and every time. 

Reading through some _ trajectory 
analysis programs a while back, it became 
an interesting challenge to see if these 
could not be converted into an in- 
teresting interactive game, where the 
player would have to hit the enemy posi- 
tions but accomplish this before the com- 
puter was able to zero-in on his own ar-— 
tillery. 

Artillery gets around the arcsine pro- 
blem by using the subroutine definend in 
1690 - 2830. To the angle created, an er- 
ror factor is added based on the rating 
that the player enters in the beginning of 
the program. The higher the rating 
entered, the greater the error. _ 

To add some additional spice to the 
program, lines 2550 -2680 represent ‘an 
error-correction routine that will, on oc- 

its nm. errors. [his adds _ 


_ 


mittee is at the discretion of the local 
chapter. Parent participation is most ac- 
tively encouraged to help promote the 
computer as‘a creative learning center for 
the entire family. : 

To form a chapter requires a one-time 
organization fee of $45.00 to cover all 
startup costs, chapter membership cer- 
tificates, cards, and other miaterials. 
Thereafter, annual dues for all members is 
$16.00 plus whatever dues individual 
chapters may charge. 


THE FIRST STEP 

Once you have a group of young people 
and an adult committee ready to form a 
chapter, send us a request for startup in- 
formation. In the meantime, select a 
name for your chapter. It can be the 
name of your town, the name of your 
school, or just about any other name you 
select, as long as it includes the initials 
“TLC” or the words “Turtle Learning 
Center.” ) 

We will then send you a startup 
package that will include the chapter 
charter, startup suggestions, and enroll- 
ment forms. 

Return the enrollment forms with the 
required dues and organization fee, along 
with a copy of the charter signed by the 
chapter committee. Be sure to include 
the name of your chapter. Within 30 days 
we will return imprinted membership cer- 
tificates and cards, along with a chapter 


handbook. 
THE SECOND STEP 


Chapter activities, organization, ad- 
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that element of chance to the program, 
the possibility for that human error that 
might result in your position being 
destroyed by seeming accident. 

Lines 2440 and 2450 also add a little bit 
of suspense to the program by calculating 
the time it takes for the artillery shell to 
travel to the target. If you don’t like the 
suspense, there is a routine listed at the 
end of the program that tells you how to 
eliminate that delay. You can either add 
line 2435 RETURN, or change the step 
in line 2440 to suit yourself. 

Lines 710 throught 920 present the in- 
structions for the game. The player is 
presented with a chart showing all of the 
statistics of the artillery duel. These are 
listed in the DATA lines 3820 and 3830. 
Your job is to calculate the correct angle 
in tenths of a degree, 19.4, for example. 
There is no wind factor involved or ter- 
rain compensation. The game is based on 
simple trajectory analysis. But the 
graphics and sound effects add some in- 
terest for younger players. 

While it may not seem like much, one™ 
hit in four shots is a pretty good average, 
especially when the enemy is returning 
fire with increasing accuracy. Thus, a_ 
25% rating or better earns you a GOOD 
SHOOTING! But if you think that it is 
easy, try it! 


Note: Program information for Artillery 
Duels is shown on a separate page later 
in this issue. 





ministration, and management is a local 
affair. More often than not, the first goal 
is to find equipment to use. Fund-raising 
suggestions are included to help get you 
started. 

How do you attract people and local 
participation? Publicity hints are includ- 
ed, 

How does a chapter start an achieve- 
ment program? Books and other sources 
of information are included to get you go- 
ing. Much of this information will be in- 
cluded in the monthly YPLA newspapers. 

How often should a chapter meet? That 
is entirely up to you. Some groups meet 
every week. Others meet every two 
weeks. Take your choice. One thing that 
-we do ask is that each chapter send us an 
informal report at least once each quarter 
so that we can report on all chapter ac- 
tivities through the newspaper. We all 
need all of the help and suggestions we 
can get. 


THE MOST IMPORTANT STEP 


- Please keep in mind that Turtle Learn- 
ing Center chapters are locally run and 
managed groups. Rather than disappoint 
anyone with a program that was in- 
complete or questionable, we have waited 
until it was tested and reviewed by a 
number of different people, including a 
variety of experts. Many questions have 
been asked. We have gone back to the 
drawing board many times. Now many 
more questions will probably arise. But 
the success or failure of the chapter will 
really be up to you. 


More binary basics. 


Not long ago, we talked about the 
number system the computer uses to get 
things done. It is called the Binary 
Number System, a system based on only 
two digits, 0 and 1. 

The nice part about binary numbers is 
that the computer can use this system as 
an electrical code. If an electrical circuit 
is OFF, it can mean the digit 0, or it can 
mean NO, OR FALSE. If the circuit is 
ON, it can mean the digit 1, YES, or 
TRUE. 

If four circuits are right next to each 
other and the first one is OFF, the second 
is ON, the third is ON, and the fourth is 
OFF, you would have a binary code that 
looked like this: 0110 


OFF 0 
ON l 
ON 0 
OFF 0 


Each 0 or I is called a “‘bit.’’ With four 
circuits like those shown here, we have a 
4-bit circuit. Using four circuits, we could 
have a 16 number code. 


zero 0000 eight 1000 
one 0001 nine 1001 
two 0010 ten 0110 
three 0011 eleven 1011 
four 0100 twelve 1100 
five 0101 thirteen 1101. 
six 0110 fourteen 1110 
seven 0111 fifteen 1111 


Adding and subtracting binary numbers 
really isn’t very difficult. The computer 
does it just like you do your addition and 
_ subtraction. | 


ADDITION: 
Binary Decimal 
Numbers Numbers 
0101 five 
+0011 +three 
1000 eight 


To add binary numbers, you start from 
the right just as you do with decimal 
numbers. One plus one equals two. Only 
there is no digit for 2 in binary numbers. 
Two is written as “10.’’ So we write a 
zero in the right column and carry the 
one. 

One plus zero plus one equals two. 
What do we do now? 


You were right if you said write another 


zero and carry another one. Then in the 
third column we have one plus one plus 
zero — another two. A third zero is writ- 
ten in the answer and another one is car- 
ried. in the last column we have one plus 
zero plus zero. And the answer there is 
one. Our final answer is ‘1000”’ or eight. 
Now let’s take a look at subtraction. 


‘ 


SUBTRACTION: 
Binary Decimal 
Numbers Numbers 
0101 five 
—0011 —three 
0010. two 


To subtract, we follow the same rules 


again. Starting from the right, one minus 
one is zero. Moving to the second column 
from the right you can’t take one. from 
zero and so you have to borrow from the 
third column — just like in decimal 
_arithemetic. This makes it two minus one 
equals one, or 10 — 1 =1. Because we 
already borrowed the one in the third col- 


‘ 


umn, that leaves zero minus zero shail 
zero. We have the same thing in the 
fourth column, and so the final answer is 
two, or 0100. 

If you practice a little bit with small 
4-bit numbers, you'll get the idea. 

Using a personal computer, it isn’t hard 
to see how numbers are used. If you type 
in PRINT 2 + 2, the computer is going to 
read the word PRINT as a command and 
then try to understand what the other 
symbols are. 

2 = 00000010 in eight-bit code 


plus 2 = 00000010 
4 = 00000100 


The computer changes the eight-bit 
binary code back into decimal. code and 
prints our answer, 4. 

We can look at a screen and see 
decimal numbers. And we know that 
each one of them is an electrical code. 
Actually all of the letters in the alphabet 
and all of the punctuation keys are codes 
also. Most computers use what they call 
ASCII code, or American Standard Code 
for Information Interchange. In this code 
different numbers stand for different let- 
ters and other symbols. The letter ‘‘A”’ is 
65, for example. Most computer manuals 
have ASCII code listed in them. Take a 
look. You’ll see how your computer uses 
this code. 

But what about other microcomputers 
and microprocessors used in toys} ap- 
pliances, cars, or industrial controls? Ac- 
tually, the single-chip microcomputer 
shown in the photograph is used in many 


with the warning systems. When the gas 
tank gets close to empty or when the 
radiator gets too hot a warning light will 
flash. If it gets really bad, an alarm buzzer 
will go off. 

Each gauge and warning light will have 
its own short program to check and see 
how it is doing. Each gauge will also have 
its own warning light that will flash when 
things start to look bad. But there will be 
only one alarm buzzer. That is all you 
really need. 

Let’s make up a see for the alarm. 
We’re going to program the alarm so that 
when all four circuit lines are On, or 
when the code is 1111 or fifteen, the 
alarm will: sound. So that there will not 
be any mistakes, we will give the alarm 
system a control code of eight, or 1000. 

The brakes, fuel, and temperature 
gauges will use codes ranging from 0000 
to 0111. The temperature gauge, for ex- 
ample, will use a code ranging from 0000 
for cold to 0111 for hot. The fuel gauge 
will have a code ranging from 0000 for 
full to 0111 for empty. 

A tiny temperature sensor in the 
radiator will send a signal to the 


microcomputer where it will be checked 


by the temperature checking program. If 
the code reads 0110, nothing will hap- 
pen. But if all three right hand circuits 
were ON, the warning light will go on. 
Every time the microcomputer checks 


of these products. Let’s see how sucha ff | — 


microcomputer might use binary numbers 
if it was in a dashboard control system in 
a Car. 

Our microcomputer system is going to 
control all of the gauges on the car along 
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A single-chip microcomputer 
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An enlargement of one section of the 
microcomputer chip. 
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the temperature, or anything else, it also 
checks the alarm. We have programmed 
the alarm to go off only when the code 


reads fifteen, or 1111. So each time it 


checks, it adds the code coming in to its 
control code of eight. 


Incoming code: 0110 
Control code: 1000 
Total 1110 


Because all four circuits are not ON, 
the alarm will not sound. Only when the 
incoming code is seven or 0111, will the 
alarm go off. 


Incoming signal: 0111 
Control code: 1000 
Total 1111 


These are, of course, very simple ex- 
amples of how a microcomputer might be 
programmed. Actually it is a bit more 
complicated than this and we will get in- 
to this a little later on. But this will give 
you an idea — something to think about. 

The microcomputer does arithmetic 
like this many times per second. Elec- 
trical ON and: OFF signals travel along 
the microscopic paths on a tiny chip of 
silicon in coded formation. The results 
control automobile systems and all sorts 
of other things. These signals can even be 
used to make music. In our car 


See Fun, next page 
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Earn double disks from software exchange 


DRAW A SPEEDBOAT 


We have received several good speed- 
boat procedures in Logo and BASIC. 
This is the challenge that we issued in our 
first newspaper. Write a program that 
would draw a picture of a speedboat mov- 
ing through the water. The boat does not 
have to be exactly like the one shown. 
Also, the program does not have to be a 
still picture. It can be a motion picture. 

Take your choice. 

Here is a procedure that not only shows 
the speedboat. It also shows the sun. 
There is another interesting feature in 
this procedure. The wave pattern is ran- 
domized so that it will not appear the 


same each time you run the procedure. 


DRAW THE SUN IN AN 


OUTDOOR SCENE 


You'll see a Sun in the picture. But we 
have left it out of the listing in the pro- 
cedure. Maybe someone would like to tell 
us what is required to make the Sun. 
Send in a procedure with a Sun like the 
one shown and any other scene and we'll 
give you Double Disks again. Put the Sun 


TO SPEEDBOAT 

CS PU HOME 

WATER: SETY - SO SETH 90 PD FD 300 
MOTOR: SETX - 90 SETH © FD 40 

LT 90 FD 30 RT 90 FD 20-RT 90 FD 60 
RT 90 FD 10 RT 90 FD 20 LT 90 

SETH. 270 FD 40 SETH 180 FD 3 





PD MAKE "CTR O 
1; WAVES 310 10 MAKE "CTR :CTR + 1 


:CTR < 


S THEN GO 1 


2: WAVES 265 10 MAKE "CTR :CTR + 1 


sCTR < 


10 GO 2 


3: WAVES 220 15 
IF YCOR > ( = 50 ) GO 3 


Fun 
with © 
binary 
basics 


Continued from previous page 


dashboard, we don’t really need a buzzer. 
The microcomputer can make its own 
buzzer. 


We hear sound through a radio or TV 
set because the electrical signals make the 
speakers vibrate. When the surface of the 
speaker vibrates, it makes sound waves. 
When you play the piano, little hammers 
hit strings that vibrate. making sounds. 
Hit the. ‘‘A” key on the piano and 
the‘A”’ piano wire will vibrate 440 times 
per second. If the signals coming from the 
microcomputer are turned on and off 440 
times per second and then fed into a 
small speaker, you will hear the musical 
note ‘‘A.’’ The program can change that 
note to be higher or lower, just by chang- 
ing the number of times per second it 


SETH 90 FD 40 SETH 180 FD 3 4: WAVES 295 5 MAKE "CTR ICTR + 1 turns the signals on and off. 
. ’ 2 0 IF sCTR 
in any type of other scene and we’ll send SETH 90 FD 40 SETH 180 SETY ~ 50 S: WAVES 265 5 MAKE "CTR :CTR + 1 
‘ ‘ BOAT: SETH O FD SO SETH 90 FD 215 IF & é ihiliti 
you your choice of two disks or tapes from SETH 210 FD 20 b: WAVES 220 2 MAKE “CTR :CTR + 1 The possibilities are almost endless. 


our software exchange. 
Please send you picture on a disk or 


| the exchange disks or tapes you select. 


Nines didanbeens got you confused? | 


SETH 270 FD 205 BK 205 
SETXY 80 ( - SO ) 
WINDSHIELD: PU SETXY 40 0 
PD SETH 0 FD 30 


with, you know that the conversion was 


IF ALLOF ( YCOR > - 49 ) (¢ XCOR > ( = 130) ) GO 6 


END 


TO WAVES :HEAD : RAND 





REM CONVERSION CALCULATION 


We'll take more looks at this in the future 
to get a better idea of just how 


: ; SETH 135 FD 42 ETH ( : ' : 
tape. We’ll return your disk or tape with SPRAY! PU SETXY 80 ( - SO ) FD < :RAND * RANDOM tRAND > 7 2 microprocessors and: microcomputers 
END 


work — what you can and cannot do with 
them. They are really a lot of fun. 





1140 IF DO=30 THEN 1150 ELSE 1160 


Se tg te ae F 400 D(1)=N ="y" 
don t blame you. It really is difficult to accurate. 410 FOR X=1 TO 20 red eit THEN 1170 ELSE 1180 
understand. But once you get it, it is like One thing you cannot do is change Rc Sigh lll aeaaba ope a ea tag et eisai ance 
tiding a bicycle. It all fits into place. from any Base to any other Base. You ae 1196 RETO 
NUMBE LARGE 
Binary numbers are just one of many have to go from Base 5, for example, to Pi senpiage At linn deg BENE: 1210 PRINT "S99882e89R% OUCH seeeereeene' ss 
; e * "sB;"IS"ss 1220 PRINT “YOU TURKEY! YOU HAVE GIVEN" 
“number systems that we use in computers. decimal numbers first. Then you can 490 Y=o 1230 PRINT “ME TOO BIG A NUMBER, MY MATH": 
490 FOR X=20 TO 1 STEP -1. 1240 PRINT “ROUTINES WILL ONLY ALLOW ME"e# 


- There are also octal systems based on 


change into any other Base you select. 


an ee ae tint Rabari 1250 PRINT "TO WORK WITH DECIMALS OF“:: 
eight digits. Hexidecimal systems are bas- If you want to chage the number of © S20 print psu; SoeG Rice MOURA aURTEUn lk an mean Sams 
_ ed on 16 digits. But converting numbers —_ digits the computer will handle, you can typ hier 1280 PRINT “AND ONLY WITH INTEGER BASES": 1 
back and forth from one system to change the DIM statement from D$ (20) 350 Erint ~snexsenaxeseenesnnassseasse’:: pg ea om Rs Ce 
another can get very complicated, and to another number. You will then have to S70 INPUT "WANT TO CONVERT ANOTHER? “: 7% - 1320 PRINT “SORSROSeeRRaeReRRRORRRKREE ss 
. : S80 IF Z$="VYES"THEN 1460 1330 PRINT “WHAT NUMBER DO VOU WISH TO*:: 
take an awful lot of time. change D to D$ plus one. For example, if aac meta Naacevabsivietitunkvesdanabas ' 1 eee ee ee 
ed “specs 
Here is a number converter program in you change D$ to 30, D must then be 31. 600 PRINT "OK,SEE YOU LATER. “ssrire . uae Pani? “RESEERERATRRARRRRERERORA TREE”: : 
BASIC which can be written for just This extra place is required for one of the Co alte ea 1370 PRINT “IN WHAT BASE SYSTEM I8“:: 
1380 PRINT NS 
about any computer. This one.is in Tl FOR/NEXT calculations. It isn’t actually rey cut eetad 1390 INPUT “ENTER BASE NUMBER IN DECIMAL":B 
BASIC. Those of you with other com- _ used, how | 650 END pinto gpg Ro 
y ’ ever. | 660 REM SUBROUTINE TO CHECK BASE LIMITS see mar’ bin tee nade “1. 
puters will find that you will have to There are many ways to make this pro- #78 IF. 232, THEN 1200 1430 Feo 


change some of the punctuation. But the 


gram more efficient. That is the fun of a 


IF B<2 THEN 1200 
RETURN 


1440 FOR Y=1 TO B 
1450 READ AS 
IF SEGS(N®,X,1)=AS THEN 1470 ELSE 1490 


| | 1460 
rest of it should be easy. software exchange. You can always find 710 REM DIGIT CONVERSION ROUTINE 1470 DORY=1 
This converter program lets you con- _ better ways of doing things. Our goal here 730. netwasyeetbo) pein er pe 
vert any decimal number to another _ is provide a starting point for you to work vee eee Oe ee 1900: 2 Fee. Ha 3740 
number system ranging from binary — with on your computer. If you make it Alin it the NO ata ose oa 1520 DO=INT (DOS (BF) +.5) 
~ numbers, Base 2, to Base 32. Y al wri , Sy ee 
_ numbers, , to . Youcanalso _ better, write and tell us about it. We'll SOS SF  S001S TE 790: ee 1540 RESTORE 
Oe AES, : ™ 1550 NEXT X 
change numbers from another number send you your choice of Software Ex- mse ri Bieveie = THEN 810 ELSE 820 1560 PRINT "SROSRORARRASRRRRRRRE ARATE ERE": : 
é ‘ ; e . mf = ” “ of : 
system back into decimals. change disks, 820 IF DO#14 THEN @30 ELSE 040 cee a ee ET oe 
ee : S(X) aE" 7 : i Gis oie 
When your math teacher starts talking ee a a, 1890 PRINT “IN BASE"; Bs"18" 84. 
about different number systems, this is a 100 REM SOSeRReReaReeaneneas 850 ~ righ go ae de 1610 IF LEN(STR€(Q))>5 THEN 1620 
: h ill hel k 110 REM # NUMBER CONVERTER * aes prs ba 1620 GOSUB 1670 
_ program that will help make some sense 120 REM RARRRRRRORRRR AKER AE -Beeng-tnc Be Soe eel ean 1630 INPUT AGe re. Sea ANOTHER? “:Z¢ 
130 CALL CLEAR 880 Lie ="VES" 
: out of Base 8, Base 10, Base 16 and Base 140 DIM D$(20),D(21) | 890 DS(X)&"H on 1650 CALL CLEAR 
2, ; 150 PRINT "NUMBER CONVERTER": 222: ata IF ete ea 710 ELSE 1660 END 
160 PRINT “HRSRRRRRSRRORR AERA K RETR ss 930 DO{X) A = 1670 REM UNRELIABLE ANSWER CAUTION 
This converter program is very easy to 170 PRINT “DO YOU WANT TO CONVERT TO OR": 720. 35 DOs iF THEM. 90 Ghee Fee 1680 PRINT “S88828288 CAUTION SaORREERE" Ss 
¥ 180 PRINT “FROM THE DECIMAL SYSTEM?":: degen ban stall 1690 PRINT “CONVERSIONS OF LARGE NUMBERS" 
use. the computer will ask you questions 190° INPUT 7% eee ee ae Le Re er, 1700 PRINT "MAY BE INACCURATE IN THE” 
200 PRINT ' FSO DO(X) ="t P rate 1710 PRINT “LEAST SIGNIFICANT DIGITS DUE” 
mt aed you just type in the answers. If you 210 PRINT "SRRRRRORARARR REARS RRR RO ER: ee ere ee 1720 PRINT “TO LIMITS IN THE MATH" 
220 IF SEGS(2%,1,1)="T"THEN 1330 San to cay abi Me bie ioe 1730 PRINT “ROUTINES. “s: ? 
make a mistake, error routines will tell 230 IF SEG#(Z%,1,1)="F"THEN 280 bo ADE Regt y 1780 een “SRRKRERKE CAUTION S889 888 88 
ae 240 PRINT “SORRY,I DON’T UNDERSTAND": 1 URN 
you what to do. 250 PRINT “YOUR ANSWER--";Z6;". "12 we 1760 REM THE WRONG BASE 
) : TRY AGAIN!" 1770 PRINT “S4S8828880% OUCH RORORERERRE" ss 
The computer will only work with = e's ag gsi E vn - Perio THEN 1030 ELSE 1040 1780 PRINT “THE NUMBER YOU GAVE ME DOES” 
- numbers ess than ioi 2 ONVE art ii 1790 PRINT “NOT FIT THE BASE ‘YOU GAVE ME"::: 
meres that have : 7 hays 290 REM DECI. TO OTHER Bae. Eom Seat pig cee e 1050 ELSE 1060 1800 PRINT "TRY AGAIN. “22 
ee i math may no ¥ 300 PRINT ” 1810 PRINT “S90e9Reeeeeeeeeeeeneeaeenene” 
ees herwise, the ' : SIG PRINT “RERRRRR RRR RS saa ee hale 1820 END 
curate. One good way to check the math 320 IF N>999999 THEN 1200 aly fa gc 1830 DATA 0, 1,2,3,4,5;6)748,9 
p , ; 330 PRINT “WHAT BASE SYSTEM DO YOU WISH":: , os aides 1840 DATA A,B,C,D,E,F,G,H,J.K 
is to convert a number from decimals into 340 PRINT “TO CONVERT TO? (PLEASE ENTER": : 1090 D 1850 DATA L,M,N,P,@,R,S,T,.U,V, 
Ssh g S80 INPUT “THE NUMBER) "sB 1100 IF DO=28 THEN 1110 ELSE 1120 1840 DATA W.X 
Base 18, for example. then change it back aoe carver 1110 DS(DerUN | 
! <90 PRINT 1120 IF DO=29 THEN 1130 ELSE 1140 


“MRRERKARAAAER RAR RARER ARERR” ss 


380 GOSUB 660 1130 DO(X)="Vv" 


again. If you get the number you started 





Turtle Talk 


(Last month, we were pleased to offer 
an article by Rena Upitis of the College of 
Education, Queen’s University, 
Kingston, Ontario. This month Rena 
describes her experiences with Logo, from 
her first explorations of the HOUSE pro- 
cedure to more complex graphics and 
word procedures. 

While basically quite simple, these pro- 
cedures are excellent food-for-thought. 
Enjoy them.as we have.) 

by Rena B. Upitis 
Queen’s University, Kingston, Ontario 

The programs described in this collec- 
tion have been divided into five sections. 
The first section includes some of the first 
programs I wrote in LOGO. the second 
section describes a series of preograms us- 
ed to generate a picture of a windmill, 
sun, birds and grass. The following set of 
programs, in sequence, produces a 
“LOGO Show’’, comprised of a series of 
geometric patterns. The fourth section 
consists of several programs using a ran- 
dom variable, so as to add an unpredic- 
table dimension to the LOGO story. 
finally, some word programs are presented 
in the last section. 

1. Early Turtles 

(a) House 

The LOGO initiation rite! How else 
can a person expect to grasp the true 
significance and power of LOGO without 
building a foundation through HOUSE? 
What follows is a general HOUSE pro- 
gram, used to draw any sized house, 
beginning from the center (or HOME) 
position. 


TQ HOUSE :S 
RT 30 
REPEAT 3 CFD :S RT 120) 
Be ys 
REPEAT 4 CLT 90 FD :S] 
END 





(b) Start 


ce 

Most Logo’ers spend some time at the 
beginning experimenting with the limits 
of the screen. Part of the experimentation 
usually includes programming various 
starting positions. The following is a 


®69 NEWSL 


START program which positions the tur- 
tle at the far left side, slightly below the 
center, facing north. — 


TO START 
LT 90 
FU 
FD 125 
LT 90 
FD 30 
RT 180 
PD 

END 


One soon discovers (usually while 
reading the list of LOGO primitives 
found in the manual!) that by using dif- 
ferent LOGO primitives, more efficient 
ways of selecting new starting positions 
for the turtle can be derived. The same 
starting position was achieved in BET- 
TERSTART as in START, in this man- 


ner: 


TO BETTERSTART 
Pie 
SETKY: ~ 2205 oe 
FD 

END 


(c) Newloop 

Of course, “houses” and ‘‘start’’ posi- 
tions quickly lose appeal once one sees 
the wonderful patterns that turtles can 
draw, such as those pictured in the 
LOGO manual (February edition). The 
following is a program that parallels one 
found in the February manual (p. 58), 
which can be used to draw various series 
of nested triangles. A pleasing pattern is 
created by drawing three or four 


““NEWLOOPS” on the screen, altering 


pen colours and start positions (the BET-— 


TERSTART way!). 


TO NEWLOOP :SIZE 
IF :SIZE < 20 STOP 
NEWTRIANGLE :SIZE 
CREEP :SIZE / 2 
RT 460 
NEWLOOP :SIZE - 5 
~ END 


TO NEWTRIANGLE :SIZE 
LEFT 30 
TRIANGLE :SIZE 
RIGHT 30 

END 


TO TRIANGLE :SIZE 
. FD sSIZE 
RT 120 
FD :SIZE 
RT 120 
FD :SIZE 
RT 120 
END 


__ inspired program - with a twist. Instead of 
the spiral program below uses a negative 





; 


TO CREEP SIZE 
PENUP 
FD sSIZE 
PENDOWN 
END 





(d) Spiral 


Spiral is LOGO manual- 


another 


OS! 
one. Of course, the figure grows towards 
the center, but the exciting part is that 
once the side length becomes less than 
the increment, the figure begins growing 
away from the center again. Another 
twist is the stop statement: one must use 
‘‘@ a negative number’”’ instead of ‘‘® a 
positive number’ to end the turtle’s 
journey. (This is only obvious after one 
tries various positive numbers in differing 
combinations to no avail!) Besides trying 
a number of shapes, one can experiment 
with two versions of the same shape using 
this program, as illustrated with the 
triangles. Similarly, adventures with in- 
terior and exterior can be undertaken, as 
illustrated with the squares. Arbitrary 
numbers also often yield unexpected, but 
ultimately explainable, results. 


TO SPIRAL :SIDE :ANGLE 
FD :SIDE 
RT: ANGLE 
IF :SIDE < - 170 STOP 
SPIRAL ( :SIDE - 3 ) 
END 





pets 





s ANGLE 





2. Picture 
Now to assimilate the principles learn- 
ed in early turtle ventrues, some of which 


were described previously. Using a 
number of shapes and programs, the 
windmill drawing was created. (isn’t it 


‘amazing that a reasonably intelligent . 


grown woman could spend 2% hours 
drawing a simple picture that a six-year 
old could produce in five minutes with an 
ice cream cone in his hand?) 


The following indicates how the pro- 
grams are related: | 


(See Illustration I on next page.) 


3. Showdff 

A logo pattern and light show! By 
repeating various arbitrary patterns (a 
hit’), a series of turtle drawings is 
produced (in colour, of course!) on the 
screen. Each drawing (a ‘‘miss’’) is a com- 
bination of a “‘hit’’ sequence against 
various backgrounds. 


Continued on next page 
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An annotated collection of Logo programs_ 


4 cas Ale 
eke 


Illustration I 
PICTURE 


WINDMILL SUN BIRD BIRD BOTTOM 


Ms fe - 


\ 
START2 START3 STARTS 


\ 
| | START4 


ARCRIGHT1 GRASS 
(p. 33,L0GO 
Manual) 

MANYTRI (inspired 


by WING, ». 57, Feb. 


LOGO Manual) 
TRI 
TO FICTURE TO START? 
WINDMILL 7 FU 
START2 FD 40 
SUN LT 90 
STARTS FD 110 
BIRD RT 90 
STARTS ; FD 
BIRD END 
STARTS 
BOTTOM Bia act 
HT FC 4 
END REFEAT 180 CFD .64 RT 2) 
END 
TO WINDMILL 
PU TO STARTS 
FD 20 PU 
PD RT 90 
TOP FD 160 
START} FD 
BASE END 
a TO BIRD 
TO TOP PC 1 
PC 5 ARCRIGHT! .5 40 
REPEAT 4 [MANYTRI RT 90) LT 90 
END ARCRIGHT1 .5 40 
TO MANYTRI END 
TRI 40 : 
TRI 30 TO ARCRIGHT! :SIZE :DEGREES 
TRI 20 REPEAT :DEGREES (FD :SIZE RT 1) 
eho eee bets END — 





END Ni ee eg ee Pie a 6 mee i A i 4. - » 
R DSN sales Session Cn aia a vbr Gee ies he airy tS sen sid ; ; - 
TO ‘TRI :S1ZE : 


fe ones See iiielaa 
REPEAT 3 CFD SIZE RT 1202 ee 


FD 100 
1 reat ee RT 90 
os | FD 15 = 
TO START LT 90 
FU PD 
RT 180 END 
FD 90, 
RT 9 TO STARTS 
FD 20 PU 
RT 90 — RT 100 
PD FD 85 
END RT 90 
— FD 250 
TO BASE RT 98 
PC 3 Sas 
RT 10 END 
ty . TO BOTTOM 
FD 10 REPEAT 15 (GRASS) 
RT 80 ei 
FD 20 
RT 80 : TO GRASS 
PD PC 2 
FD 65 FD 15 
RT 100 RT 135 
FD 40 FD 22 
PU LT 135 
RT 90 END 
FD 80 
RT 90 
FD 10 
LT 90 
PD 
END 
| : a , 
b& ’ j , 
| | I, "m, 85 : 
} oT] Oe 
a Pay ae 
: i iu bi I , a, pmeS 5 3 


iv ¥ ;! AL ht 
A he hs if 
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oa re ay 
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TO SHOWOFF 

THIRDMISS 

FLASHBACK 

HOME 

DRAW 

MISS 

FLASHBACK 

DRAW 

SECONDMISS 

FLASHBACK 

DRAW ; TO FLASHBACK 
FIFTHMISS HT 
FLASHBACK PU 
DRAW BG O 
SEVENTHMISS MANYTRI 
FLASHBACK PU 

BG 1 BG 4 
PU MANYTRI 
MANYTRI PU 

BG O BG 5 
DRAW MANYTRI 
END PU 

BG O 
MANYTRI 
END 


TO SECONDMISS 


REPEAT 18 CPC 2 HIT2 PC 3 HIT2) 


END 


TO HIT2 


FD 10 


FD 15 


FD 10 


LT 100 


RT 60 


’ : t. bes i SS ah F es _ , 
I. os seennenennneeenene n nil y a a % i h 
I i Josette Naa : , Mh 
I aa erat ee eel a 
i i = ro at ai 
MH Mr re fy [h nin ov ie F 

dy: *s a i | via tN, 14 

‘ Maal i M ‘hy Mes 
Hag tiene ! Ih M, hat ef 
f*000 ' hag a 
< veeetee / 1 ang 4 


TO FIFTHMISS 


REPEAT 12 CPC 3 HITS PC 1 HITS] 


END 


sarees ae “ shin am ry 4 ’ , as AA ied ete a pi he ele ~ 
a at i et a ae ce 


TO HITS 
FD 55 
PU 
FD 15 
FD 
FD S 
PU 
FD 20 
FD 
RT 120 
FD 50 


FD 35 


RT 135 





4. Randomstuff 
The unpredictable results from the ran- 
dom command are guaranteed to provide 
hours of amusement from only minutes of 
programming. Beginning with the ran- 
dom squares pictured in the February 
LOGO manual, the pictures on the 
following pages were generated, all using 
the same value for the variable ‘“‘side’’. 
While randomsquares are appearing on 
the screen, one invariably begins to im- 
agine all kinds of other random turtle 
talks. For instance, random starting posi- 
tions, random line segments, random pen 
colours, and random background colours 
could all be programmed, adding many 
more dimensions to an already cap- 
tivating show! Randomlines appears 


below: 


TO RANDOMLINES :SIZE 
FD ( ( RANDOM :SIZE ) #5) 
PU FD 10 PD RT 90 
RANDOMLINES :SIZE 
END 





Continued on next page 


“ev - Vo rinroy 


Turtle Talk... 


Continued from previous page 






5. The Last Word 
(a) Chatter — 

By mimicking some of the programs in 
the February LOGO manual (see p. 106 
in particular), one can program LOGO to 
produce randomly generated sentences. 
Instead of using just the nouns and the 
verbs described in the manual, the word 
lists were modified to include a few 
adverbs, pronouns and so on. The follow- 


ing is a list of the program commands, as 


well as some of the sentences that were 
generated. 


TO CHATTER 

MAKE "NOUNS CCTHE BAD 

TEACHER) CONE FAT GIRL] CA 

TINY MOUSE] CTHE GRAND 

PIANO] CAN APPLE COMPUTER] 

LA RUNAWAY TURTLE) CAN OLD 

PESTI) 

MAKE "VERBS CLERUNS HOME] 
CWRITES SILLY PROGRAMS) 
CTALKS TOO MUCH] CCRIES 
ALL NIGHT] CPLAYS HOUSE) 
CCOMPOSES AWFUL MUSIC] 
(SLEEPS ALL AFTERNOON) ] 
BABBLE 

END 


TO BABBLE 


FRINT SENTENCE 

« PICKRANDOM :NOUNS ) 
( PICKRANDOM VERBS ) 
BABBLE 

END 


TO PICK :N sb 


IF sN = 1 QUTPUT FIRST eb 


OUTPUT PICK ( :N- 1) 
( BUTFIRST sb >) 


END 


TO LENGTH :L 


IF sL = C2 OUTPUT 0 


END 


TO PICKRANDOM :L 


OUTPUT PICK ( 1 + RANDOM 
( LENGTH :L ) ) sL 


END 


THE BAD TEACHER COMPOSES AWFUL MUSIC 
A TINY MOUSE SLEEPS ALL AFTERNOON 

AN APPLE COMPUTER PLAYS HOUSE 

THE GRAND PIANO SLEEPS ALL AFTERNOON 
AN OLD PEST SLEEPS ALL AFTERNOON 

AN OLD PEST TALKS TOO MUCH 

AN OLD PEST CRIES ALL NIGHT 

THE BAD TEACHER SLEEPS ALL AF TERNOON 
AN OLD PEST PLAYS HOUSE 

A RUNAWAY TURTLE TALKS TOO MUCH 

A RUNAWAY TURTLE RUNS HOME 

A TINY MOUSE SLEEPS ALL AFTERNOON 
THE GRAND PIANO WRITES SILLY PROGRAMS 
THE GRAND PIANO CRIES ALL NIGHT 








THE GRAND PIANO SLEEFS ALL AFTERNOON 
@N APPLE COMPUTER TALKS TOO MUCH 

THE GRAND PIANO CRIES ALL NIGHT 

THE GRAND PIANO WRITES SILLY PROGRAMS 
AN APPLE COMPUTER CRIES ALL NIGHT 

THE GRAND PIANO PLAYS HOUSE 

THE BAD TEACHER PLAYS HOUSE 

A TINY MOUSE RUNS HOME 

A RUNAWAY TURTLE TALKS TOO MUCH 

A TINY MOUSE WRITES SILLY PROGRAMS 

A RUNAWAY TURTLE TALKS TOO MUCH 

THE GRAND PIANO PLAYS HOUSE 

A TINY MOUSE RUNS HOME 

AN OLD PEST COMPOSES AWFUL MUSIC 

A TINY MOUSE RUNS HOME 

THE GRAND PIANO WRITES SILLY PROGRAMS 
A RUNAWAY TURTLE SLEEPS ALL AFTERNOON 
THE GRAND PIANO PLAYS HOUSE 

AN OLD PEST WRITES SILLY PROGRAMS 

& RUNAWAY TURTLE CRIES ALL NIGHT 

A RUNAWAY TURTLE CRIES ALL NIGHT 

AN APPLE COMPUTER TALKS TOO MUCH 

A TINY MOUSE TALKS TOO MUCH 


(b) Triangle Words 

By dropping the first letter of a word on 
successive lines until all of the letters of 
the word disappear, one can create 
triangles with any given word (spaces 
aren’t accepted, much to one’s chagrin, 
but soon enough, other acceptable sym- 
bols can be found to separate words, such 
as hyphens and periods). The program 
(see p. 85, Feb. LOGO manual) and an il- 


lustration follow. 


TO TRI2 :STRING 
IF :STRING = " THEN STOP 
PRINT :STRING 
TRI2 BUTFIRST 
END : : 


THATS~ALL-FOR-NOW-FOLKS 
HATS-ALL-FOR-NOW-FOLKS 
ATS-ALL-FOR-NOW-FOLKS | 


:STRING 


TS-ALL-FOR-NOW-FOLKS nice 


S-ALL-FOR-NOW-FOLKS 
-ALL~FOR-NOW-FOLKS 
ALL-FOR-NOW-FOLKS 
LL-FOR-NOW-FOLKS 
L-FOR-NOW-FOLKS 
~FOR-NOW-FOLKS — 
FOR-NOW-FOLKS 
OR-NOW-FOLKS 
R-NOW-FOLKS 
~NOW-FOLKS 
NOW-FOLKS 
QW-FOLKS » 

W-FOLKS : 
-FOLKS 

FOLKS 

OLKS 

LKS 

KS 

S 


Educaiton Research 
Centers, Inc. (TERC) is expanding its 
workshop series, Microcomputers in 
Education to 14 sites throughout the 
country this year. The fall/winter series 
will be held in the following locations: 

1. Westport, CT — October 19 - 21 

2. Cambridge, MA — November 8 - 

10 

3. St. Louis, MO — December 7 - 9 

4. Boulder, CO — December 13 - 

15 

5. Tallahassee, FL 

20 

6. Washington, D.C. — February 7 

-9 

7. New York — February 17 - 19 


Workshops are designed for profes- 


— January 18 - 


-TERC expands workshop series 


OUTPUT 1 + LENGTH BUTFIRST :L Technical 





Logo for the disabled__ 


There are a number of different ap- 
proaches which one can take with young 
developmentally disabled youngsters. 
There are simplistic logo procedures that 
allow them to use single keystroke com- 
mands to move the turtle around the 
screen, such as THE TODDLER’S TUR- 
TLE. But as much as this procedure will 
do for preschoolers, there is a lot more re- 
quired of working with the developmen- 
tally disabled. 

Teachers and therapists need to know 
what goes through a youngster’s mind as 
he works with Logo. What really happens 
to produce an end result on the screen? 

How many errors were made? 

Did the student actually understand the 
instructions? 

Was that final result an accident? Or 
did the student really understand what 
was required and then systematically 
determine the steps needed to complete 
the project? 

The teacher has a choice. Look over 
the student’s shoulder and take the 
chance of inhibiting self-direction. Or let 
the student work alone, and maybe miss 
much of the learning process. 

Wouldn’t it be terrific if there was a 
program that would remember all of the 


Editorial 
] have just read the current issue of IN- 
FOWORLD in which there is an article 


by Phillip Stone entitled, ‘‘Microless 
School Days = Fool Days.” Needless to 






a < 


idea across that computers are not the 
enemy. The enemy is those who would 
misuse these tools. 

Much has been written about 
Computer, Tutor, Tool, Tutee.”’ But let’s 


_ be realistic. No computer has ever learn- 


ed anything from anyone. Just as the 
value of projectors and other audio-visual 
aids are determined by the programs they 
run, so is the value of the computer. The 
computer is nothing more or less than a 
tool. It is the software and languages that 
we use with these tools that determine 
their value. And this software is all man- 
made. 

Why make the computer anything 
more than it really is? Is there really any 
fundamental difference between 


sional development for educators at all 
levels, elementary through college. Each 
workshop will emphasize hands-on ex- 
perience with a variety of microcom- 
puters. Extensive workshop reference 
materials will be given to participants. 


Special evening symposia will be held 


that address topics on current issues in 
microcomputer applications in educa- 
tion. Hotel accommodations will be 
available for participants who need them. 


Workshop topics include: 


1. BASIC and Graphics | 
2. BASIC and Graphics II 
3. Logo] 
4. Logo Il 

- 5. Pascal I 
6. 


Pascal Il 


agree \ ah 1 him. pice i SS 
oint stile’ =— 
from fet MAN that | wrote for the _ 


July 5th issue. Somehow we must get the 


“The 





steps taken by a student; maybe a Logo 
procedure which would allow the teacher 
to recall the student’s work—all of that | 
student’s work including all of the errors? 
In this way, an unobtrusive measurement 
of progress could be made. The series of 
small truimphs these youngsters feel 
would not be interrupted. The student 
need not go through any potentially em- 
barrassing or intimidating tests or 
questions. Thanks to a Canadian friend, 
there is such a program. 7 
Here is the chance for the student to 
act one-on-one with the computer. Here 
is the chance for the youngster to find a | 
very small bit of confidence: to develop a 
‘“feel”’ of one-on-one with the computer. 
Here is the opportunity to take tiny steps, 
learning more about self-control and self- 
confidence with each small triumph. 
And it is those small triumphs. that 
make the difference. 4 
With nothing to prove to anyone but 
himself, the student can build a learning 
environment to suit his own style, or her - 
own pace, seemingly answering to no 
one, in apparent total control. 
For innumerable young children — 
disabled or otherwise — such an ex- 


See Disabled, next page 





computer-assisted instruction and other 
audio-visual instruction techniques? Is it 


the computer that threatens education, po Bota: 
_ or is it the misuse of the tool that is s the eg 


teal threat? ana es ee a estate ce. 
se was recently asked to ‘comment ona 





"statement made by an alleged authority 


about the dangers of synthetic speech. 
Written more than 35 years after syn- 
thetic speech first made its appearance, 
this book told how corporations and — 
other misguided individuals would be — 
able to ‘‘bug’’ our conversations and then 
recreate our voices saying things we never 
said. 


When we talk we slur words, drop 
syllables, add letters, and do all sorts of 
other things to inhibit comprehension. 
But the listener puts what he hears 
through the same form of psychological 
exercises as the speaker. We hear what 
we chose to hear, not necessarily a true 
interpretation of the sound waves that 
teach our ears. 


See Editorial, next page 


7. Overview of Education and Ap- 
plications of microcomputers 
8. Administrative Uses of 
Microcomputers | 
9. Microcomputers in 
Mathematics Instruction 
10. Microcomputers in Science In- 
struction 
11. Microcomputers as Laboratory — 
Instruthents 
12. Microcomputers and the Educa- 
tion of Special Needs Students 
13. Machine Language 
For further information on these and 
upcoming workshops in other locations, 
write: TERC, 8 Eliot St., Cambridge, | 
MA 02138 (contact Ms. Sharon 
Woodruff, Conference Coordinator). 
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Alas para la mente/ Wings for the mind / by Horacio C. Reggini 


This is for our Spanish friends. This 
book is written in Spanish and _ is 
available from the distributor listed at the 
end of the article. 
~ The aim of this book goes beyond an at- 
tempt to be a user’s manual for people in- 
terested in the subject; it points more 
specifically to bring out a different way of 
using computers and to contribute to 
establish a new relations with personal 
thinking. Around 200 illustrations and 
over 200 procedures explain and ex- 
emplify the marvellous LOGO language 
~ and a vivid parade of powerful ideas. 

The author, a fervent advocate of 
Seymour Papert’s points of view, is an ac- 
tive educator and consulting engineer in 
Buenos Aries, Argentina. He has a long 
and fruitful trajectory in the computer 
field. He learned about computers and 
programming many years ago, in 1959, at 
the IBM Watson Scientific Computing 
Laboratory of New York on the occasion 
_of having a scholarship to study elasticity 
and structural design at the Civil 
Engineering Mechanics Department of 
Columbia University. 


Back in Argentina in 1960, he started a 


continuous activity as a professor in 
several universities and cartying out dif- 


ferent projects in the structural and com- © 


puter fields. 

His engineering consulting firm Fer- 
nandez Long y Reggini, which he leads 
together with his partner Hilario Fer- 
~ nandez Long, has done the structural 


eye he i vic w this Mews as dite more than es 


_ perience is extremely powerful. Indeed, it 
overpowers some. But with the beauty of 

a single keystroke ‘‘doodling” language, 
it begins to become a lot easier. There is 

o ‘language’ to learn. There are no 
complex commands. Just ‘‘play”’ the com- 
puter. 

Have you ever watched a youngster 
“let loose” on a piano? The music often 
sounds totally incoherent which makes it 
very difficult to appreciate the look in her 
eyes as she pretends to be a concert vir- 
tuoso. Then add to that the logic of a 
single keystroke computer language. This 
offers the youngster the chance to “‘let 
‘loose’ on the keyboard and then decide 

“Hey, that’s neat! I want to see that 
again!”’ 


And with a single keystroke the draw- . 


ing reappears. 

This is a feature designed into Logo for 
_ the Color Computer. It is also part of 
several other programs sent to the YPLA 
Software Exchange. But the program 
described here is a new one from a new 
friend in Canada. When properly debugg- 
ed it will become part of our software ex- 
change of public software. We’re working 
with it and a local school for the learning 
~— disabled to make it work that much bet- 
ter. It is the most powerful we have seen 
for the purpose and we look to make it 
better. 

IF THERE ARE ANY OTHER 
SCHOOLS FOR THE LEARNING 
DISABLED USING THE APPLE II 


AND LOGO WHO. WOULD LIKE TO 


PARTICIPATE IN THIS PROJECT, 
PLEASE CONTACT US. WE WILL BE 
HAPPY TO WORK WITH YOU ON 
PERFECTING THIS PROGRAM. 


- clude 


design and supervision of the most impor- 
tant recent buildings in Argentina in the 
last 20 years, such as the Bank of London 
& South America, the National Library, 
the Sheraton Hotel and the IBM Head- 
quarters in Buenos Aires, as well as 
several manufacturing plants, dams and 
bridges. Works in the computer field in- 
simulations models on_ social, 
economic and engineering subjects and 
consulting and training assistance for 
numerous firms, such as Fiat, Philips, 
First National City Bank, Gillette, Union 
Carbide, etc. 

Horacio Carlos Reggini has written ar- 
ticles and booklets on the following areas: 


1. Numerical methods, most of 
them applied to the resolution of 
elasticity, plasticity and structural 
design problems. 


2. Operations research topics, in- 
cluding game theory, queue, stock, 
replacement, graph and dynamic 
programming problems. 


3. Structural design and vibration 
analysis with special emphasis on 


Tools of the 


Recently, a number of teachers have 
become quite vocal about their objec- 
tions to the computer in the classroom. 






what these same teachers have to say 
about pencils, paper, and books. 

What is a pencil? Paper? A book? A 
projector? Are these not simply tools 
through which young people are given 
the opportunity to learn? Do any of these 
tools have any intrinsic value if they are 
not used? 

Regardless, let’s take another look at 
these tools. Do you blame the pencil for a 
penmanship or spelling error? Do you 
throw out the stereo because the music it 
plays may not be to your liking? If the 
film isn’t all you wanted it to be, do you 
throw out the projector? Do you blame 
the printer of a book, or its author for a 
badly written, confusing book? 

I’d blame the author. 

Pencils, paper, books, and projectors 
are mechanical 
tools that require active participation on 
our part. We know them — what they 
are, how they are used, what the results 
will be. The same cannot be said. of the 
computer. 

The computer is a tool of the mind, a 
tool that taps our imaginations and 
creativity. | can do nothing more or less 
than what it is programmed to do. | am 
the first to admit that some of the soft- 
ware promoted as educational, has little 
value. And, many young people do, in- 
deed, use the computer as an enhanced 
video game. But that is purely a function 
of the software — not the computer. 

In short, without software and the 
language through which we communicate 
with the hardware, the computer is as 
useless as airbrakes on a Turtle. 

There are now thousands of young peo- 
ple that are riding into their future on the 
back of a Turtle — through Turtle 
Graphics. In addition to the instinctive 


-_ ree ew eh ere me me 


or electromechanical © 


use of computers. 
4. Visual perception psychology 
and a new kind of perspective using 


curved projection rays. 


5. Education issues and university 


planning. 
6. Computer applications and 
manuals in FORTRAN and 
BASIC. 


7. Computers in education. 


In 1962 he set up the first computer 
center in Argentina for under graduates 
at a school of engineering on the basis of 
an IBM-1620 computer, and at the same 
time he formed the GEIA (A.I. Research 
Group) and the GEAC (Computer Ap- 


plications in Engineering Group). With | 


the latter, he started research work in the 
structural field within the MIT In- 
teramerican Civil Engineering Program. 
Because of the program he often traveled 
to MIT, and had the occasion to meet 
Seymour Papert, Marvin Minsky, Robert 


mind 


knowledge of mathematical theory that 
they have experienced through such new- 
ly available user-friendly languages as 


Logo and Pilot, they have learned bo tunes 2 
vas game with no e val value.“ math for what it ‘really is —a universal 
| find sis ‘cite sxinapiainat I icader 


language for solving problems. They have 
gone beyond the black and white world of 
some of our more traditional academi- 
cians, and come to know the multi- 
faceted world of reason and logic. 
Knowledge gained through academic or 
other self-directed study has obvious 
value. But that value is severely curtailed 
if it cannot be assimilated into the 
technological society in which we are 
evolving. In describing the information 
explosion some years ago, Margaret Mead 
stated that we have -learned to gather, 
analyze, dissect and disseminate vast 
quantities of information far faster than 
ever dreamed possible. The next step is to 
synthesize that \information into our 
everyday lives — to combine all of these 
diverse concepts into a coherent whole. 
There is a cerain magic that occurs 
when you experience a preschooler ac- 


tively using the abstract concept of 


Editorial 
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Thus a synthetic speech system design- 
ed to pick up voices, analyze them, and 
then reconstruct them into other phrases 
not spoken by the originator, would have 
to be a formidable computer. That com- 
puter would not only have to analyze the 
sounds that it hears and be able to 
recreate the very complex set of frequen- 
cies that go into human speech, it would 
have to analyze the thought patterns that 
generated the set of frequencies, analyze 
the context and complex inflections that 
went into providing meaning to those fre- 
quencies, and then calculate what would 
be required to electronically ‘‘put the 
words in my mouth.” 





Fano and J.C.R. Licklider at one of the 
most momentous phases of the computer 
development of ideas: the MAC Project 
at MIT. Horacio C. Reggini made in the 
60’s one of the first uses of a time-sharing 
computer from thousands of miles away, 
on logging in MIT computers from 
Buenos Aires. 

He has been responsible for creating 
many computer courses in different 
universities in Argentina and has taught 
in engineering, economics architecture 
and sociology schools. 

In the last two years, he has been 
pushing the LOGO language and related 
ideas into education. His office has 
translated into Spanish and published 
Papert’s book MINDSTORMS, and has 
prepared a LOGO Spanish version for the 
TEXAS Home Computer. 


Copyright 

FERNANDEZ LONG Y REGGINI 
Av. L. N. Alem 1074 

1001 Buenos Aires, Argentina 


Distribution: 

EMECE DISTRIBUIDORA 
Alsina 2062 

1090 Buenos Aires, Argentina 
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“zero.” It can bring tears to your eyes 
watching a six year old explode in glee 
when his procedure runs perfectly for the 


| fi st time. 


nat these children have done is statt. 


wach what they know. Working through 
the computer, they have defined their 
projects in these terms, these “‘mind-sized 
bytes”’ of information. They have moved 
to the unknown, assembling these 
“bytes’”’ into a new, logical procedure. In 
the process, they have gained new self- 
confidence. They’ve gained valuable ex- 
perience in problem-solving and decision- 
making techniques. Most importantly, 
they have experienced the discovery of 
knowledge. 

I have no quarrel with those who criti- 
cize computer assisted instruction, but 
let’s make sure that we criticize the pro- 
per object. Criticize the lack of respec- 
table software. Criticize the overly 
cumbersome languages youngsters are 
subjected to without proper training. 

But be careful! 

Don’t throw out the baby with the 
bathwater! 


Such a system is many generations 
away, if it will ever be developed. 
However, for those in need of 
sophisticated bugging devices, profes- 
sional recording systems available for far 
less than computers have been capable of 
this type of abuse for years. 

We've been abusing tools and 
technology ever since the cavepeople 
found that the tools with which they 
broke open coconuts would break open 


heads. Abusing the computer is certainly — 


nothing new. But does this mean that the 


_ potential of this tool should be ignored? 


Be careful! Don’t throw out the baby 
with the bathwater! 
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The following program 
refers to the 
Artillary Duel 


discussed on page 2. 


100 CALL SCREEN¢11> 

110 CALL CLEAR 

120 MSGs=" FORWARD OBSERVERS F 

EPORT" 

130 R=12 

140 C=3 

150 GOSUER se20 

160 MEG$="A HEAVY BUILD-UP OF EN 

Er” 

170 R=14 

180 eo 

130 GOSUB 3250 . 
£00 MEGE="ARTILLER’. GET FEA 

pYs” ' 

clo F=16 

aon C=3 °° 

53 GOSUEB 2230 

e400 FOR 2=1 TO 45 

coll READ As BS 

260 CALL CHAR CA: BS: 

era WEXT 2 

2ee0 FOR £=1 TO 8 

290 FREAD A: Es 

300 CALL COLOR ¢As B:C) 

310 NEXT zZ 

3c0 CALL CLEAR 

‘330 FOR Z=i1 10 il 

340 READ As BsCs0 

S50-CALL HCHAR CA: Bs Cs D> 

360 NEXT 2 

370 R=16 

380 C=11 

390 GOEUB e390 

400 MSGS="ARTILLER'Y BATTLE” 

410 F=16 

420 B=6 

~—6©430 GOSUBR 3180 

440 C=14 

450 GOSUB 3250 

460 FOR D=1 TO 600 

470 NEXT 2D 

480 C=11 

490 GOSUB 2990 

S500 MS6$="BY*JIM*MULLERs YPLA” 
S810 C=14 | 
520 GESUS 3250 


— 


~, 






£43 = 40) AOR PS pP 900. cia acre geo 
- §50 R=16 


360 C=11 
570 GOSUB 2990 
580 MSG$="NEED* INSTRUCTIONS?" 
330 R=16 
600 C=14 
610 GOSUB 3250 
620 CALL KEYCOsKsS) | 
630 IF $=0 THEN 620 
640 CALL CLEAR 
650 CALL SCREEN <> 
660 Fs2 
670 B=1 
680 GOSUB 3180 
690 IF K=89 THEN 710 
700 IF K<>78 THEN 620 ELSE 9c0 
710 PRINT “ YOU ARE THE COMMAN 
DER OF": "A LONG RANGE ARTILLERY 


COM-": "PANY. YOUR FORWARD OBSERY . 


ERS" 

720 PRINT “WILL REPORT A RANDOM 

NUMBER": "OF ENEMY ARTILLERY IMPL 

ACE-"s "MENTS AND GIVE YOU THE RA 

NGE": "OF EACH, “ 

730 PRINT “ YOU MISSION I$ TO 

DES-": "TROY EACH TARGET WITH AS 

FEW": "ROUNDS AS POSSIBLE. A HIT" 

740 PRINT “WITHIN 25M OF THE TAR 

GET": “WILL DESTROY Ss 

730 PRINT ' THE ENEMY WILL RET 

URN": "YOUR FIREs SO BE CAREFUL.” 
;"YOUR EFFICIENCY WILL BE" 

760 PRINT “SCORED AT THE END OF 

THE": "MISSION -- IF YOU LIVE THA 

T": “LONG, “3: 

770 FOR DE=1 TO 3000 

780 NEXT DE 

790 CALL CLEAR 7 ‘ 

$00 PRINT “  KEY-IN GUN ELEYATI 

ON IN":"TENTHS OF A DEGREE - SUC 

H AS"' "19.4 OR 23.0, YOU NEED NO 
Y 

810 PRINT “PRESS ENTER. “#5. 

820 PRINT “ THE COMPUTER WILL 

COMPUTE": "THE TRAJECTORY AND TIM 

E OF": "FLIGHT. ‘YOU’LL SEE THE H 
IT." 

830 PRINT "““CORRECT’ WILL SHOW 

OU HOW": “FAR OFF YOU WERE.” 

$40 PRINT :" THE ENEMY WILL RE 
TURN":"FIRE BASED ON YOUR RATING 
-~"3"THE HIGHWER THE RATING: THE 


$50 PRINT “LARGER THE ERROR." 

860 PRINT :" BUT» BE CAREFUL! 
THE’: "MORE YOU MISS» THE BETTER 
"s"HE GETS. "3: 

870 FOR DE=1 TO 3000 

880 NEXT DE 

$90 PRINT :" MUZZLE VELOCITY O 


VA 


F THE"&"ARTILLERY IS 315 M/SECs 
A’: "FACTOR CALCULATED INTO THE". 
900 PRINT “FIRING SEQUENCE. YOU 
CAN": "SWEAT IT OUTs OR SPEED UP" 
:"THE ACTION. FOR INSTRUCTIONS” 


‘910 PRINT “ON CHANGING THE TIMIN 


Gs":"PRESS “0° TO START THE GAME 


920 PRINT TABC10)::"GOOD LUCK, ": 
oy PRESS ANY KEY TO START." 

930 CALL KEY ¢OsKs 3) 

940 IF 3=0 THEN 930 

950 IF K=4S THEN 960 ELSE 970 

960 GOTO 4250 

970 CALL CLEAR 

930 PRINT “ENTER YOUR RATING: ” 

990 INPUT "<1=EXPERT: 10=NDVICE>: 
"ERTS 

1000 CALL CLEAR 

1010 CALL SCREEN ¢ ay? 

1fe0t FOR 2=1 TO = 

1030 READ Cases). 

1040 CALL HCHAR CAs Bs Cs De 

1050 NEAT 2 

id60 R=16 

1070 C=3 

1080 FOR 21=1 TO i 
1090 FOR 2e=1 10: 
1100 READ Ad 
1110 Mtod= Ae 
1120 GOSUE Sese 
1130 R=k+1 


oo Ti 


4140 C=C-LEN CAR 


1150 NEXT Ze 

1160 R=16 

1170 C=e4 

1190 NEXT 21 

1190 R=0 

1200 RANDOMIZE 

1210 K=O 

1220 N=INTCRNDSSs +3 

1230 FOR Ni=1 TON 

1240 G=0 | 
1250 DIS=INT CRNDSS O00) +5000 
1260 MEGR=STRE CIS 

1270 R=16 

1280 C=18 ‘ 

1270 GOSUE ses 

{300 MSGS="ENTER ELEVATION’ 
1310 GOSUB 4230 

1320 R=13 

1230 C=9 

1340 GOSUB 3230 

1350 MSG$="IF NOT CORRECT: PRESS 


' ERASE.” 


1360 R=id4 
1370 C= 
1330 s0SUE 3230 


1420 R=R+1 

1430 R=3 

1440 C=1 

1450 UB 2990 

1460 GOSUB 2390 

1470 GOSUE 3330 . 

1480 IF ABS (E>) <25 THEN 1940 
1490 A1l=% ; 
1500 T4=T 

1510 H1i=H 

1520 E1=E 


1530 MSG$="ENEMY RETURNING FIRE. 


1540 R=14 

1550 C=7 

1560 GOSUB 3230 

1570 FOR X=12 TO 25 STEP 2 
1580 CALL SOUND <-400s-7; x) 
1590 NEXT X 

1600 GOSUB 2470 

1610 A=A2/57.296 

1620 GOSUB 2390 | 

1630 GOSUB 3480 — 

1640 X2=X 

1650 E=ABS<E) 

1660 IF E<25 THEN 2850. 
1670 MSG$=STRS E> 3 


1680 R#18 


1690 C#18 

1700 GOSUB 3230 

1710 DEF RDCX) SINT (X#100+.5) 7100 
1720 MSGS=STRS (RD<T4)? 
1730 R=19 

1740 C=18 

1750 GOSUB 3230 

1760 MSG$=STRS CHI? 
1770 R=20 

1780 C=18 | 

1790 GOSUB 3230 

1800 MSGS=STRS (x1) 
1810 R=21 

1820 C=18. 

1930 GOSUB 3230 

1840 MSGS=STR$ (ALD 
1850 Rae 

1860 C=18 

1870 GOSUB 3230 

1880 MSG$=STRS(E1) 
1890 R=23 

1900 C=18 

1910 CALL HCHAR (Rs Cs 32s 5) 
1920 GOSUB 3230 

1930 GOTO 1260 

1940 MSG$="#24ee%"*TARGET DESTRO 
VED*xxxxe eee" 

1950 R=14 

1960 Cal 

1970 GOSUB 3230 

1980 KeK+1 - 


1990 NEXT Ni 

2000 CALL HCHAR (13s 1532s 384) 
2010 K=6 

eed R=13 

e030 MSG$="NO MORE ENEMY POSITIO 


e040 R=14 

e050 C=6 

e060 GOSUB 3230 

en7o MSG$="REPORTED. ” 
2080 R=15 

2090 C=1z2 

2100 GOSUB Sese 

fli MBG8="YOU HAVE DES TROYED® 
cleo R=1¢ 

2130 C=s 

2140 GOLUB 3230 

2150 66%=" ENEMY POSITION?” 
2160 MEGR=STEE CK] EOGE 


cirli F=19 

“180 C=8 

cisd GOSUE Beso 

ceud RLis="WITH ° 

efit Regz=" ROUND: EXPENDED, * 
ceet MSGS=RISLETRES CRD RES 
ces R=eo 

ced C=6 

S28 GOSUE Beso 

feed PoeckeR3Se100 

ecru FPPS="SCORE: 

Seno Pog "se" 

e290 MEGE=PPEESTER CPI LPS 
e300 Reece 

esi C=le2 

2320 GOLUB Sesu 

ess IF Peed THEN edt EL: E es9u 
2240 MEG#="G000 SHOOTING! 
fsS0 Reed 

eseg C=11 

2370 EBOZUEB seu 

280 GOTO eben 


0 
q0 

* 

mw 


235) NSINT ((992258 SIN« 
S400 T=cBR0625 IN CAD 3, 
o410 HEINT ¢c99@25s CS TNC 


BLY 


2420 ESX-DIS. 

2430 TI=INTCT) 

2440 FOR T2=1 TO T1 STEP 0.01 
2450 NEXT T2 

2460 RETURN 

2470 IF G0 THEN 2490 ELSE 480 


2490 AB=DIS#9. B77E-5 
e500 GOLUB ceo 
e510 AS=A#es. 64739 
sel A@=A3-(RND+RTG2 
a1 be 






4390 GOSUE alee sisal 1 Adee 
— Pat UE ae THEN. 1600 aime ie 
1410 ABAL 752.096 tp Oo 


gee. : | | 
2600 IF DIS>X@ THEN 2610 ELSE 26 ~ 


2610 A@=Re+0.5 
2620 RETURN 


Q=3 \ 
sate IF DIS<KX@ THEN 2650 ELSE 26 
2650 A@=A2-0.1 
2660 GOTO 2680 
2670 A2@=Ae+0. 05 


| 2680 RETURN 


2690 REM ACK) 

2700 IF A3>0.5 THEN 2800. 

2710 ASAZ 

e720 Di=1 

2730 N=1 

2740 FOR I=2 TO 10 

2750 Di=ca#I-2) #D1 

2760 N= (2#I-3) #N 

ee ee =1))7 D1 el 
2780 NEXT I 

2790 RETURN 

2800 Y=SOR¢(1-A3> #0. 5) 

2810 AzY 

2820 A= (-4#A+3, 1415927) #0.5 
2830 RETURN 

2840 GOTO 2840 

2850 REM TOO BAD 


» 


2860 CALL CLEAR 


2870 CALL SCREEN¢?> 

2880 MSG$="YOUR POSITION HAS BEE 

N DESTROYED" 

2890 R=10 

2900 C=} 

2910 GOSUB 3230 

2920 FOR DE=1 TO 300 

2930 NEXT DE 

2940 MSG$="...TOO BAD!” 

2950 R=14 

2960 C=i0 

2970 GOSUB 3230 

2980 GOTO 2980 . 

+h re SOUND (-20009110s3s220s 
al | 

3000 CALL HCHAR ‘CRs Cs 114) 

3010 CALL HCHAR (R~-15Cs 112) 

3020 CALL HCHAR(R+1sCs 116) 

3030 CALL HCHAR CR: C+1s115) 

3040 CALL HCHAR (R-1s.0+1s 113) 

3050 CALL HCHARCR+1sC+1.117 

3060 CALL SOUND (-8003-7s 5) 

3070 CALL HCHAR ‘Rs Cs 114) 

3080 CALL HCHAR <R-1sCs 120) 

3090 CALL HCHAR(R+1,Cs 124) 


3590 DATA 112, 00088 


3100 CALL HCHAR CRs C+15115) 
3110 CALL HCHAR CR-15C+1s 121) 
3120 CALL HCHAR (R415C+15 125) 
3130 CALL YCHAR CR-15051045 3), 
3140 CALL VCHAR CR-1sC+1s 10453) 
3150 CALL SOUND <¢-700;-7315) 
3160 CALL SOUND ¢-500;-7;299 
3170 RETURN 

3180 REM COLOR 

3190 FOR 2=2 TO 8 

3200 CALL COLOR ¢2:FsB> 

3210 NEXT 2 

3220 RETURN 

3230 REM DISPLAY AT 

3240 CALL HCHAR CRs Cs S2sLEN (neo $> 
+1) 

3250 FOR 2=1 TO LENCMSo#3 


see0 CALL HCHAR CRs Ce ASC CSEGE CMS 


BiZ91))) 


ger U bet+l 


3280 IF £) Se THEN: SESO< ELSE Sold 


a290 k= =R4+4 

3300 C23 

S310 NEXT 

saeu PETURN 

ooo REM EXPLOSION 

s340 CALL HCHAR Ciis Sos i529 


S350 CALL HOHAR CL Os 30s L329 


3260 CALL HCHAR Clos 29.1545 
oar0 CALL HCHAR {10s31,; 155) 
ooe0 CALL HCHAR C93 30. 1563 
3390 CALL HCHAR C9529; 1579 


S400 CALL HCHAR (Ss sis 15e2 
3410 FOR 2=1 TO 23 tTEP 
3420) yas SOUND C- 300s Ps 23 
2430 NEAT 2 


244i CALL HOHAR (lis sos itede 

24530 CALL HCHAR C1 0s29. 104s 35 
2460 CALL HCHAR (Ss cs ids 33 

o470 RETURN 

3450 REM RETURN FIRE 

2490 FOR 2=1 TO 26 STEP 5 

S00 CALL SOUND ¢-S00s 110s 29-792) 
S510 CALL SCREEN CT? 

aocll CALL SCREENCiL> 

soc NEXT 2 
2340 RETURN 


3560 TATA Se canal nansososeLog,? 
 FEFEFFEFFEFFEFEF s 93> OF FFEFFRFE 
FFF O00; 99; 0000FFFFFFFFO000;,; 1005 07 
O7 OF OF 1F 1F SF 3F 

3570 DATA 101s8080C0C0E0EOF OF Os 1 
02s 00010307 0F 1FFFFFs 103s O0S0CUED 

FUFSFFFF 

3580 DATA 104s FEFEFFFFEFFFFFFF 

4FBEIFs 1 






paris DATA 116: 5Fé 
| -—-Tes2ogasnegenoosnn0» 20s 000s5z2 
ss “ s GSESFBEIFs 121, 0080004090208050 — 
-. 3610 DATA 124s SF2FSD14A2 0942 005 1 


ess20sososdecoo¢oo00 = 

3620 DATA 128, 000000000000031Fs 1 
29s GOOOCOOBIF7FFEFSs 130, G0000003 
LF7FFFFFs 1315 0Q073FFFFFFFFOCO 
3630 DATA 132@sFFFFFSCO000000005 1 
33s E0000 00000000000s 134, 00000000 
000001 0F s 135s 00000Q00073FFFFF 
3640 DATA 136:FFFFFFFFFEF OF 0C0s 1 
37s FFFFFSCO00000000s 1385 1FSF7F SF 
SF LF OF 045 139s 0007 3FFFFFFFFFFF 


3650 DATA 144; 000080FOFEFFFFFFs1 — 


45 DNDNNDNDNNSOE DFS» 146» 00000000 
QOOSIFFFs 147s OOOOOSIFFFFFFFFF 
3660 DATA 148: QOOFFFFFFFFFFFFF>s 1 
49, FFFFFFFFFFFFFFFF 

3670 DATA 152: 7B3SABS76377E3ESC: 1 
S53, DDBE77EFDBECF7FS: 154 77FB742F 
2F315E29s 155» DESFFEFSEEDS2SF 4 
3680 DATA 156,B76FD7BBFDFFFFFF» 1 
S57, DOOS2SDFB7AFS6FEFs 158s 4090ESB0 
DeDCEFEF 

3690 DATA 932361026269119109691 
PR iideteidae ese. ci eat tates 
163 


| 3700 DATA 1919104;576 


3710 DATA 1692s 96519169399793916 
96393323 163839933 

3720 DATA 1793910013174: 97s191 
795910191 


3730 DATA 1829102919189 39979401. 


836910351 | 

3740 DATA 1315104; 384 

3750 DATA 12s2:102s19 12333975451 
2:7:10331 

3760 DATA 11s2s138sislils3s97se2s1 
135910151 | 
3770 DATA 10:2:13491:10239135s15 
10945139915 10s59136s1910s6:13751 


3780 DATA 935:12891:996:130s5159s 


79131919998s132s199999133s1 
3790 DATA 3383128915899: 12951 


3800 DATA 115253146s1511s26:147s © 
19119279 148s 15119289 144s4511929» . 


14551511931514691511:32:14751 
3810 DATA 12:22:14691512:23:147s 
13123245 148913123253 149:8 

3820 DATA RANGE:,ELEVATION: ;ENEM 
Y ERROR! sFLIGHT TIMES »MAX. ALT.?: 
»DISTANCE: sLAST ELEY.!sCORRECT: 
3830 DATA METERS; DEGREESsMETERS:» 
ee 
T 


See Artillary, next page 
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The Turtle’s Sourcebook. 


Now available for order from the 
YPLA, THE TURTLE’S 
SOURCEBOOK is a practical guide to 
Turtle Graphics in the home or in the 
classroom. 

While much has been written aobut 
the value of LOGO, little has been writ- 
ten of a practical nature to assist parents 
and teachers to present the steps and con- 
cepts of LOGO in a logical sequence. 

More and more schools are adding com- 
puters to their curricula. More often than 
not, teachers are caught unprepared or 
with little training on how to make the 
most of this powerful tool. And it can be 
a powerful tool — or it can sit unused in a 
corner if teachers don’t know how best to 
use it or are stymied with what to do with 
one computer and a whole classroom full 
of students. Parents, also, who are buying 
home comuters, are looking for mean- 
ingful ways to involve children. They 
want something more than arcade games. 
Educational software can be helpful, but 


is outgrown quickly once the flash wears | 


off. 

THE TURTLE’S SOURCEBOOK has 
been prepared as a direct response to the 
needs of parents and teachers. Written by 
Donna Bearden and Jim Muller of the 
Young Peoples’ LOGO Association, and 
Dr. Kathleen Martin, University of 


Dear Logy... 


_ We're sorry! — 


_We ogee a apeeephica error in last 
h . . he Mle hic. ) 


~ than just on the right. You can enter the 


oe command as TYPE “G or as ‘TYPE 
_'. CHAR 71. Either will work. Here is the 


correct Apple Logo listing for use with 
the Grappler. 


TO GRAPHICSDUMP 
PRINTER 1 
TYPE CHAR. 9: TYPE? OO Tire 
CHAR 13 
PRINTER 0 
END 


For MIT Logo, change .PRINTER 1 
and .PRINTER 0 to OUTDEV 1 and 
OUTDEV 0. There are other control 


characters you can add for double prin- 


ting and other features. These are all 


on 


Continued from previous page 


S4i REM ELE’ 
“ts 1 A Ch <a 
3560 k=1? 
ao7 0 C=1e 
TSE O GOS HE Seu 
aaa FOF V=i TO 4 
3900 CALL KEY ClsKs 22 
S9¢0 IF 3=0 THEN 3300 
3920 C=1Frt+\ 
S930 CALL HCHAR Cifsts kK 
3940 FOR DE=1 TO is 
3950 NEST DE Se 
3960 IF Kéde ans S970 ELSE 3990 
S070 CALL HCHAR C18: ios 3es4: 
3980. G0T0O se40 
3990 HEXT ¥ 
d000- R=17 
410 Cais 
4020 CALL GCHAR CRE: Csk 1) 
4030 PALL GLAAR | ‘Rs l+1s sl 
4040 CALL. GCHAR: (Rates ke: 
4th i CALL GCHAR : Be ats eb) 
4060 Ald= CHEE CELL SCHRS ¢ (Eo BACHE 
SE Seiya beats 
4a70 GOSUB 4230 
4050 AL evr « ALB 
4990 IF AL<99 THEN 4130 





np _—_ ed to ce TYPE Line as needed. | 
ee vr] aaa ee 
worine? out ect on se ra ITOH 85 10A 

PROWRITER. We are really not trying. 





Dallas, the SOURCEBOOK addresses TI 
LOGO, APPLE LOGO (TM), and MIT 
LOGO for the Apple II. Starting with the 
basic commands of FORWARD, 
BACKWARD, LEFT and RIGHT, it 
moves through defining procedures to us- 
ing variables, recursion, and_ testing. 
Worksheets are included to help guide 
youngsters through their explorations at 
the keyboard. Demonstration software 
also is included for each version of the 
language. 


In addition to a step-by-step guide to 
learning LOGO, the SOURCEBOOK 
should be considered as “an ideabook of 
inter-related activities. For every concept 
on the computer there are off-computer 
activities — games, body geometry, arts 
and craft projects. 


Children learn by experiencing their 
environments, by manipulating concrete 
objects, and moving their bodies. Then 
by translating their experiences to turtle 
geometry, they learn to describe their 
movements. If the turtle does not do 
what they intended, they must either 


~ rethink their description or use what hap- 


pens to explore an entirely different idea. 
The debugging process helps them 
become very logical and concise thinkers 


and the exploration process helps them to 


listed in the instructions and can be add- 


to sell the Grappler. It is just one that we 
use. And it will work just fine with PRO- 
WRITER. Just make sure that your inter- 
nal switches are set according to the in- 
structions. 

There are lots of different ways to print 
graphics. If you’re having trouble, let us 
know and we'll try to help out. 


Logy 





4100 MSG3="ELEVATION Us BE LES 
= THAN SODEGREE® 

4110 FR=13 

4420 C=3 

4120 GOZUE Beno 

4140 GOZUB ¢es0 

4150 MEGR="ENEMY ARTILLERY bETS 


A FREE SHOT AT YOU. 
4160 R=13 
4170 C=3 


4150 GOLUB Beso 

4190 FOR DE=1 TO 400 

4200 NEST HE 

4210 CALL SOUND <¢1500.-7s 25) 
4220 RETURN 

4230 CALL HCHAR C131: 32:64) 
4240 RETURN 

4250 REM CHANGE TIMING 


4270 PRINT ] TO REDUCE THE CANN 

ON SHELL”: "TRAVEL TIME: ADD THI: 
LINE": "TO THE PROGRAM: ” 

4280 PRINT © "2335 RETURN” 

4290 PRINT :"TO SIMPLY REDUCE TH 


E DELAYs"!"WHILE LEAVING SOME Su 
SPENSEs": "CHANGE LINE 2340 TO SU 
IT": "YOURSELF. " 3 
4300 END 


- | 75081. 





tap their own imaginations. 


THE TURTLE’S SOURCEBOOK, 


along with a demonstration software disk 


in the LOGO version of your choice, will 
be introduced at EDCOM ’82 and 
available by mail in late October. The 
SOURCEBOOK carries a suggested retail 
price of $29.95. Adults purchasing the 
book can become members of YPLA at 


the same time for the additional cost of 
$20.00, a reduction of 20% from — 
rates. 

For additional information, write to 
Young People’s LOGO Association, 1208 
Hillsdale Drive, Richardson, Texas 
75081. Please indicate which version of 
LOGO you are using. Allow 4-6 weeks for 


delivery on mail orders. 


Classified Advertising 


Classified Advertising: 

This is your chance to advertise your 
hardware or software for sale or to give 
notices of club meetings or just about 
anything else you want to tell people 
about. Advertising rates are $1.00 per 
column line, or $10.00 per column inch 
for display advertising. Count 32 letters 
and apeces for each line. 


RS232 INTERFACE, MODEM & TE-II: 
Here is your chance to get Terminal 
Emulator II, the RS232 Interface and a 
modem for the T199/4A Home Com- 
puter. We are going to the Peripheral Box 
and want to sell these to the highest bid- 


der. Asking $250 for all three. Call the . 


YPLA or write Interface, ¢/o YPLA, 1208 
Hillsdale Drive, Richardson, Texas 


cial . Mee ai Pata OOP cae Wed ; 
‘SpE Rg ee "ANNE NI NA 9 me alg 
La ated ‘We i 4 SS 2 gt fh - a r * 
m2 re OY We Bian etn W q f 
ie 


EPSON SERIAL INTERFACE AND 
CAPLE: Hook your Epson printer to the 
TI or other RS232 Serial interface. In- 
clude the serial board and interface cable 
for $35.00. Write YPLA, 1208 Hillsdale, 
Richardson, Texas 75081. 





MOUNTAIN 


Ce ad 





HARDWARE. 
MULTIFUNCTION CARD: Here’s a bi- 
directional serial interface, a parallel out- 
put interface, and a real-time clock and 
calendar, all on one card, complete with 
cables and documentation — all for 
$139.00. You can’t beat that with a stick! 
Contact CPS Card, S/o YPLA, 1208 
Hillsdale, Richardson, Texas 75081. 


{ 


HAYES SMARTMODEM: Someone 
wants to move up to another modem so 
they asked us to offer their Hayes Smart- 
modem for sale at $195, It comes com- 
plete with all documentation — a great 
modem. If you don’t want to wait until 


May of 1983, think about this one. Write | 


Hayes C/o YPLA, 1208 Hillsdale, 
Richardson, Texas 75081. 


Mey SOE NNR ge Loe nets pat 





LOOK AHEAD TO CHRISTMAS. 
SPEAK & SPELL and SPEAK & }. 
MATH, the talking learning aids from | - 
Texas Instruments. Two previously own- 
ed learning aids available for $35.00 
each. Contact Learning Aids, ©/o YPLA, 
1208 Hillsdale, Richardson, Texas 
75081. 


EDUCATIONAL SOFTWARE 


TI-99/4 or TI-99/4A 
HER Bf a 
Yee ae 
te SPO 
Me Pc eS % 
___ $40.00 
VIC 20 
= 3§10,00 
ae Oa 
ee EO.00 


Name the Note 

Music Steps and Chords 

Counties of Utah 

EE Circuit Design (4 Prog.) 

Type-ette (6 programs to learn touch typing) 


Let’s Learn Notes — Keyboard 
Let’s Learn Notes 
Let’s Learn Notes — 


— Treble 
Bass (all 3 for $25.00) 


TRS 80 Color (16K Extended BASIC) 


iy 515,00 
See 
era: Pe 
pone 3 be, 
i= Pl oee 


Type-ette Unit 1 

Typing Trainer 

Homework Helper — Division 

Homework Helper — Factors 
~Homework Helper — Fractions 


Please include $1.50 postage. 
SEND FOR COMPLETE LIST! 


5 


REGENA 
P.O. Box 1502 
Cedar City, Utah 84720 
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Dangerous missions 


_ We are very pleased to announce a new 
addition to our editorial contributors. 
Fred D’Ignazio will be offering some in- 
teresting programs for all of us on a 
regular basis. 
Many of you may have seen Fred’s col- 
umn on COMPUTER magazine for 
whom he is associate editor. He is also a 
contributing editor to SOFTALK 
magazine. 

Fred is also the author of a number of 
excellent books for young people. His 
book, KATIE AND THE COMPUTER, 
is one of the best I have seen written for 
young people. His list of books is, 
however, far longer than we have room 
for. Some of these have been reviewed by 
us in the past. Several are on our recom- 


mended book list for TLC chapters. 





Fred’s newest book will be published by 
E.P. Dutton in November. This will be a 
book of 10 ‘‘solve it yourself’’ mysteries 
for young computer sleuths much like the 
comic strip, ‘Encyclopedia Brown.”’ The 
title is “CHIP MITCHELL: THE CASE 
OF THE STOLEN ‘COMPUTER 
BRAINS.”’ Look for it in time for 
Christmas. 

How would you like to be the hero in 
your own adventure story? You can build 
the adventure on your personal com- 
puter, using Logo or Atari Pilot. 

_ What sort of adventure? 

Maybe you have read one of the books 
in the ‘‘Choose Your Own Adventure”’ 
series put out by Bantam Books. Or may 
be you have seen the “Which Way’’ 
adventure books put out by Archway 


Welcome To The Turtle’s Nest! 


To better serve our growing membership, we are going to provide a 
new source of books, disks, cassette tapes, disk and cassette mailers, 
and a host of other accessories for personal computers. The Turtle’s 
Nest will be your source for books, workbooks and software for 
making the most of Logo, Pilot and other languages using Turtle Gra- 








phics. 
- ea Paap et sail ae' Sinead DOO? pr ss tat, | sts ai be i pease 
The Turtle’ 5 Neoerechoot virnoments by Sanidlaeiaee concrete ob- 


By Donna Bearden, Jim Muller, Young : 


Peoples’ LOGO Association and 
Kathleen Martin, Ph.D., University of 
Dallas 

Written for those parents and teachers 
who find themselves totally unprepared 
— maybe even a bit intimidated — by the 
computers invading homes and 
classrooms, * THE .TURTLE’S 
SOURCEBOOK offers an introduction 
to the concepts of software and Logo. 
The reader is carried through the basic 
commands, defining procedures, recur- 
sion, variables, testing and conditional 
statements. Numerous worksheets help 
the young and young-at-heart through a 
comprehensive introduction to Turtle 
Graphics. Numerous examples are includ- 
ed, as are demonstration disks. Finally, 
having experienced Turtle Graphics, the 
reader is introduced to the list processing 
and other capabilities of Logo. 

Children learn to experience their en- 


- describe these movements, to 


jects, and moving their own bodies. By 
translating these movements into the 
language of the Turtle, they learn to 
“feel” 
them. Included in the SOURCEBOOK 
are many off-computer activities — 
games, body geometry, arts and crafts pro- 
jects — all designed to make the learning 
experience more exciting and more alive. 
Children live it and then translate that 
onto the screen. 

The first edition of THE TURTLE’S 
SOURCEBOOK will be introduced at 
EDCOM ’82 and available by mail order 
and through select computer stores in late 
October. The SOURCEBOOK, along 
with a demonstration copy of Logo in the 
version of your choice, carries a suggested 
retail price of $29.95. Parents, teachers, 
and interested adults will be able to join 


the YPLA and receive THE TURTLE’S 


SOURCEBOOK for ee pomhings pyre 


of $49.95. as 








ee 


Show the world you’re a Turtle...with a 
YPLA t-shirt and nylon jacket. You have 
your choice of red-trimmed t-shirts with 
black lettering. Or select a red, black or 
green shirt with white lettering. Sizes 
range from child’s medium to adult X- 
large. T-shirts are $7.50 each. Jackets are 
$16.95 each. All shipping and handling 


is included. 





(Pocket Books). In each of these. books, 


you are the hero. In each you have a dif- 


ferent mission. You enter dark caves, ex- 


plore the galaxy, solve mysteries, fly in a 
hot-air balloon across the Earth, and 
journey into the past and the future. At 
key moments in the story, you get to 


choose what to do next. The outcome of 


the story depends on you. 

Beginning next month, we will create 
our own “‘dangerous missions’’ in which 
you are the hero — the lion tamer, spy, 
spaceship commander, or soldier of for- 
tune. 

We will use Pilot and Logo programs to 
build the missions. As we take off on fan- 
tastic journey of danger and discovery we 
will also learn how to be good Pilot and 
Logo programmers.and learn more about 


YPLA Software Exchange programs: for 
each non-copyrighted program you sub- 
mit, you can select the disk or tape of 


your choice from our catalog. We will. 


copy your selection onto your disk or tape 
and return it. Please include return 
‘postage. Apple Logo (TM) disks require 


ees Ev ae from LCSL: MIT jog ie. 


sr Ri ma pare esi fics 


“Calas” 
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| ‘Descaotee | Size 
| Red-trimmed t-shirts 
Colored t-shirts 


Nylon Jackets 
The Turtle’s Sourcebook 


Elephant Disks 
($27 per box of 10) 


Disk Mailers 
($6.95 per dozen) 


~ YPLA Software Exchange 
Disk Number 


Tape Number 


I want to be a YPLA Tinkes | 
© Tell me more about the YPLA. 


overseas.) 


mail delivery overseas.) 


Name 
Address 
City 
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» COVer 


. by Fred D’Ignazio 





how computers work. 
I have an Atari computer with a Pilot 
cartridge, so I will contribute programs 
written in Atari Pilot. | am looking for 
other adventurers who can translate my 
programs into the different versions of 
Logo. And I need lots of bold volunteers 
who can imagine who new adventure 
stories of their own. 
If you.want to join me on a dangerous 
mission, please write me: 
Fred D’Ignazio 
2117 Carter Road, SW 
Roanoke, VA 24015 
Each month, we should use a new 
feature of Logo or Pilot in our advertures. 
For the first few months, the adventures 
should be short but exciting. This is a real 
challenge. Are you up for it? 


KZ. THE TURTLE’S NEST’ 


require either the Terrapin Inc. or Krell 
Software version of MIT Logo for the Ap- 
ple Il. 

YPLA. Software is aidhis at $10.00 
per disk or tape, a charge disigned to 
only postage, handling and 
materials. Paar is no shage for ths soft- 
ware. ss 


lng gang 


Sales Tax: 
Total Enclosed: | 


~ (Olam over 18 and here is my $25 membership fee ($40 for air mail delivery 


Olam astudent 18 or younger. Here is my $9 membership fee ($24 for air 
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